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'NTELLIGENCE 



It doesn't matter how good your cards 
are, this game can be a real jump in the 
dark. The key is knowing what makes 
a good score. 

You only need one deck with as many 
cards as possible, but take out the bonus 
cards and make sure it's well shuffled. 

Place the deck face down in the middle 
of the game arena and choose who 
goes first. 

Players take it in turns to start each round. 
The first round will be Intelligence. 



THE NEXT 
CARD WILL BE 
HIGHER 
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THE NEXT 
CARD WILL BE 
LOWER 



Player 1 turns over the top card and reads higher or lower Intelligence score and calls 
out the green Intelligence. Now he must out his guess. If he's right he carries on 
predict whether the next card will have a until he's wrong, and then his go is over. 



The total number of cards turned over is the player's score for 
that round. Draw a score card like this to put your results on. 





INTELLIGENCE 


AGILITY 


STAMINA 
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SPECIAL 
ABILITIES 



FEAR 
FACTOR 





Player 2 then shuffles the deck and plays the Intelligence round. 
Each round is dedicated to a different skill. At the end, whoever 
has won the most rounds is the overall winner. 
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AUTON BRIDE 

AUTON/MICKEY 

BLON FEL FOTCH 

CASSANDRA 

CHILD AUTON 

EMPTY CHILD 

FEMALE CHULA ZOMBIE 



GELTH AMBASSADOR BLUE 

GELTH AMBASSADOR RED 

JAGRAFESS 

JOSEPH GREEN 

MALE AUTON 

MARGARET BLAINE 

MR SNEED ZOMBIE 



■ MRS PE/ 
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MRS PEACE 

"NESTENE CONSCIC N E 
NURSE ZOMBIE 
NURSE ZOMBIE INACTIVL 
OLIVER/CHARLES 
REAPER 
SIP FEL FOTCH 





WHO IS HE? A member of the 
tribal, scavenging race who tried 
to invade the Earth at Christmas. 
The Sycorax have skull-like helmets 
that cover their hideous faces and 
wear bones of their victims as 
jewellery on top of their red robes. 

WHAT'S HE LIKE? Violent and 
overbearing, the Sycorax are loud 
creatures who are driven by their 
desire for money and power. Loyal 
to their leader, they travel the 
Galaxy in search of riche 

WHAT'S HE GOOD ATI 
Proficient with 
weapons, such as 
the sword or whip, 
but blood control 
was the Sycorax 
master stroke. 




CARDS AGAINST EACH OTHER, FOR A FEARSOME FACE-OFF! 




1 



WHAT IS IT? A huge, great fleshy 
evil mass that secretly lived in the 
roof of Satellite Five, controlling 
everything the people on Earth 
saw on the news. 

WHAT'S IT LIKE? Its vast size, 
sharp teeth and revolting drool 
made the Jagrafess one of the 
scariest monsters the Doctor has 
ever had to battle. 




WHAT'S IT GOOD AT? This loud 
and aggressive creature appeared 
to be rather good at controlling 
all of human kind! Aided and 
abetted by the pale and sinister 
Editor, it managed to enslave 

Earth through TV 
news. 




RELIVE THE DOCTOR'S ADVENTURES 



uM EPISODE 4 al 

ALIENS OF LONDON 

ssssssssss- 



but doesirt realise <■ « . 

as members of parliament. 

QThey arrived back in London a year 
later than the Doctor thought - 

~ is the Doctor really 900 years old? ( 

Q Looks good for his age, doesn't he! 

Q How come the people in power 
L^w about the Doctor? 

Over the years ^°°^XtZ was 
Sn't sSe what he looks like now. 

q s saracs» 

J£ are pulsing an electromagnetic 
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you arrive in London 
just before an alien craft 
crashes in the Thames. 

too* at your card number to 
decide what to do. 



The TARDIS 
malfunctions and takes 
you to a football match - 
entertaining, but not when 
you've got to save the 
world! 
Miss a go. 



You set the 
TARDIS destination for 
10 Downing Street. 

Travel through space and time and 
leap onto the next disc. 





You arrive 
at number 10. 

Look at your SPECIAL 
ABILITIES score to see what 
happens next. 



You run for 
your life, desperately 
looking for a place to hide. 

If your FEAR FACTOR is above 
7000 move on. but if it's below, 
miss a go. 



Before you 
can get to the TARDIS 
you're arrested and taken 
to Downing Street. 

But cars are slower than time 
travel - miss a go. 




to find a way out... 




K-9 can use his 
data-corn probe 
communicate wi 
and even control 
other computers. 






If necessary, K-9 can print 
data on streams of paper 
that come out of the slot 
on the bottom of his 
v 'snout'. He tends to 
. produce rather a lot 
Jl of data and is often 
) swamped in paper. 



service panels 



K-9 knows how to fly 
the TARDIS. 



K-9 once caught 
'robot laryngitis' 




The Doctor uses a high- 
frequency whistle to call K-9, 
just like a normal dog. 



K-9 once fougl 
robot parrot calle 
Polyphase Avati 



ught a 
tiled 
tron. 



BUT HERE COME THE 
HUNTMASTERS. WE'RE 
STILL DOOMED! 




The following is from tne aiary 



Ul 



hen we found out the 
Daleks were coming, 
we knew we had to 
evacuate our planet, Armagedos, 
and head for a colony where they 
wouldn't find us. We gathered every 
ship we could find but we realised 
the Daleks would reach our planet 



before everyone could escape. 
The only answer was to fight them 
and hope we could hold them up 
until the last transport ship could 
enter hyperspace. I reported to the 
fleet at the moon Devokos. I've 
never seen anything like it - all our 
best warships armed to the teeth 



with atomic cannons and polaron 
missiles. Even so we weren't sure it 
would be enough. The Daleks sent 
at least a dozen ships and armies of 
Daleks just poured out of them. 
At first we didn't have a clue 
about how to stop them - their 
blasts cut through our troops 



exterminating them without 
mercy. Then we discovered that 
if we reversed the polarity of the 
neutron flow in our cannons we 
could get through their shields and 
for the first time we started to take 
a few of them out. 
We were taking heavy casualties, 



but the Daleks weren't breaking 
through and we kept getting 
reports about transport ships 
escaping. I remember one of our 
ships flew headlong into a Dalek 
warship, blasting it to pieces and 
sending Daleks spinning out into 
space like little broken toys. It set 



them back long enough for the . 
last transport to get away, and 
a huge cheer swept through 
the fleet, before we fired up 
our hyperdrives and escaped. The 
Daleks may have taken our world, 
but we'll find a way to beat them, 
and we'll be back. 
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HOW DID 
YOU DO? LOOK 
AT PAGE 23 FOR 
THE ANSWERS 
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Which of the 
following activities 
do you find most 
relaxing? 



Are you a 
morning person or 
are you a complete 
grouch? 



Are you any 
good at general 
knowledge 
quizzes? 



Are you essentially 
a good or bad 
person? 



Does your 
appearance scare 
people at all? 



Do you get 
tired easily or can 
you keep on going 
no matter what? 5 



What's your gut 
reaction to Rose 
and the Doctor? 



What do you 
think your best 
feature or 
trait is? 



What's your 
favourite food from 
the following 
options? 




What do 
you think about 
beach holidays? 



You appear 
normal, but what 
sets you apart from 
others? 



N 
1 



A metallic killing 
machine, you have 
no feelings for 
others and delight 



'JVA'J J!) [Hill pjJJJ. 





You seem like a 
nice person, but it 
doesn't take much 
to turn you into a 
scary monster! 



You are efficient 
and practical, but 
that does make you 
a bit of a doormat, 
doesn't it? 
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K-9 normally responds to 
voice commands, but if his 
owners want to they can 
use the keypad on his back 
to input instructions. 






The original K-9 was created 
by Professor Marius of the 
Bi-AI Foundation in the 
year 5000AD. 




He was given to the Doctor 
as a present, and travelled 
with him for many years, 



K-9"s nose laser has 
three settings - stun, 
dematerialise and kill! 



Just like a real dog, K-9 can 
follow someone's scent to 
track them down. 



0 



The Doctor once 'took 
a ride' in K-9! He 
became miniaturised 
and hid in one of K-9's 
service panels! 
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